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Guideline for Incorporating Mixed Success in D&D 


Mixed success is a hallmark of many modern TTRPGs. The concept of “mixed success” is that when a character 
tries to do something but the dice roll comes up short, something interesting still happens. The result is of 
lesser effect, has an additional cost, needs extra effort, or has an unintended consequence. A mixed success 
prevents dead ends and uneventful turns. They propel the story forward. 


Mechanically, a game with mixed success uses dice rolls to create ranges: success, mixed success, setback, 
and great success. D&D d20 rolls usually are either success or fail, with a small chance of a critical hit in 
combat. Lots of groups house rule that a natural 1 is a critical miss. Some groups incorporate critical hits and 
misses into skill rolls and saving throws. This creates some degrees of success but the large range for a simple 
“failure” can lead to boring turns in combat or dead ends in roleplay. 


The guideline below is to fill the gap created by a roll that simply fails. Examples of each outcome are listed. 
These can be used by the DM and players to turn a failed check into something fun. 


IF THE ROLL: 
e Meets or exceeds the DC or AC: Success. You achieve a normal result. 


e Doesn't meet the DC or AC but is within 10 or less: Mixed Success. You barely get what you set 
out to do. The DM picks one of the following: 
1. You deal minimum damage. 
2. You and your target hurt each other (might cost the target’s reaction). 
3. You hit your target but an ally or bystander gets hit too. 
4. You attract unwanted attention. 
5. The NPC wants a bribe or a favor. 
6. The NPC can’t help but knows someone who can. 
7. The task takes longer than you wanted. 
8. The task completion is temporary and of short duration. 


e Isa natural 20: Critical. You get what you want and an extra effect. You pick one of the following: 
You roll extra damage (normal critical hit damage rules). 

You gain a favorable position. 

You put the enemy somewhere they don’t want to be. 

You make the enemy lose something or some benefit. 

You give advantage to another player. 

The NPC is extra helpful. 

The task gets done quickly or has a reduced cost. 

You impress someone important. 
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e Fails to meet the DC or AC by over 10 (always on a natural 1): Fumble. You fail to accomplish 
your task and things get worse. The DM picks one of the following: 

You or someone important get hurt badly. 

You end up in a bad position (cornered, prone, isolated). 

Something runs out, gets lost, gets stolen, or breaks. 

You take a level of exhaustion. 

You end up wasting your time, money, or both. 

The NPC becomes openly hostile to you.. 

You've sullied your reputation. 

More enemies show up. 


20 ON GV BGs NIE 


